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Always look for this seal when buying games and 
accessories to ensure complete comparability with 

your Nintendo Entertainment System*' 


This Game is 

Licensed by Nintendo h 

for Play on the 


Nintendo 

EnTEnTflinmEnT 



Mindscape Inc. 

A Software Toolworks Company Nintendo and Nintendo Entertainment System are 
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Safety Precautions 

1. Your Game Pak is vulnerable to extreme temperatures 
and shock. Don't leave it on windowsills or radiator 
covers where it may overheat. Don't drop it or throw 

il around. 


2 . Avoid touching the contacts on the edge of the car¬ 
tridge, If the contacts get dirty or wet, dean them off 
with a dry, clean, lint free doth. 



Don't dean your Game Pak with thin tiers, alcohol, or 
other solvents. These may damage the case. 



Always be sure your Nintendo 
is OFF before putting in your C 


Entertainment 
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Game Story 


ft is May, 1972. t iuerillas supplied by 


the U.S. backed Soii { h, f*r es 




Vietnam are threatening 

Nixon has ordered the U.S. Navv to 


increase air 



?s against t a r ge ts m 



N o r t h V ietnai n e s e w a r e ft or t. I he o per a t i o n i s 
Campaign. 



I lanoi to disrupt the 
n as the Linebacker 





the Intruder is played in a series of twelve 
missions begin on Apr it 30, E 972 as the NVA (North Vietnamese 
send hostile forces to attack the U5S Constellation on Yankee 
The missions increase in difficulty and 

wel! vou 


T lie 





? missions increase in aimcuity ana deadliness as the Line 
Campaign progresses. How well you do on each mission determines 
your rank at the end of the game. 

The Navy used two of its finest planes during Project Linebacker, the 
F-4 Phantom all-weather interceptor and the A-6 Intruder all-weather 
carrier-based strikeboinher. Y au wiII ha\ea chance to 11 se both planes. 
As a Phantom pilot, your piloting skills will be tested as you go up 
against the formidable MiG 21 jets of the North Vietnamese air force. 




1 n t he s ea t o f a n A-6, yo u w ill stri ke a t g rou n d hi r go ts wh i 1 e a v o j d i n g 
flak and deadly ground-to-air missiles* 

2. Controller Parts and Operating Instructions 


B Hutton 



GAME CONTROLLER 


Start Button 

When the Map Screen is up, press to begin a mission and selected 
V V aypoint within the mission, W hen t h c ot h or sc rev n s a re u p, p res s t o 
pause the game. 
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Select Button 


When the Map Screen is up, pressing select occasionally allows you to 



Waypoints. When the 



between missiles 


Screen is up, press to s 





machine guns. 





rating 


screen is up, press to switch between radar guided missiles and 



A Button 



B Button 





Control Pad 

The Control Pad is your plane's control stick. You can climb, dive, bank 
left or right using the four arrows. L [ ’ dives your plane on the Cockpit 
Screen and Bombing/Strafing Screen, On Bombing/Strafingscreen the 
up arrow also lowers your shooting angle, DOWN makes your plane 

in the Cockpit Screen and Bombing/Strafing Screen. On the 
Bombing/Strafing Screen the down arrow also raises the 
angle, LEFT banks your plane to the left on the Cockpit and Bombing/ 

on the Takeoff and Landing 
ne to the right on the Cockpit and 

s thrust on the Takeoff and 






and increases 

screen. RIGHT banks your 
Bombing/Strafing Screen, and 
Landing screen. 







How To Play 

of the Intruder is 



in a series of twelve missions. Each 
mission is divided into two or more Waypoints, steps along the way to 

pletion of the mission. One Waypoint may be to clear the skies 

so, in the next 



of 





Oirit, your Intruder can blast at ground 
targets without having to worry about being blown from the sky by 


more a 



? lets. 
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^ ou 11 " in contio] all the way; the outcome of the mission depends on 
you. Your score depends on how well you complete the goals of the 

Waypoint. 



hadi mission begins with your takeoff from the USS Constellation, 

stationed in the Cult of Tonkin. A catapult in the deck of the carrier will 

assist your takeoH. Press the left arrow on the control pad to begin your 

flight. To takeoff from the carrier hold down the left arrow on the 

control Pad to increase your thrust to 100%. At this point you will be 
launched off the deck. 






COCKPIT SCREEN U -4 PHANTOM INTERCEPTOR) 
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INSTRUMENTS 
















































































The top of the screen shows the view from the cockpit, with projected 


HUD {Head Up 



The left figure shows vour airspeed. The 


right figure shows vour altitude. I he cross in the middle of the HUD 
is the targeting sight for vour machine guns. The bottom of the screen 
shows your flight instruments. At top left is the thrust indicator. 

Below the thrust indicator is the artificial horizon. Tt lets you keep track 
of how vour plane is oriented. You are flying level when the entire 

bottom half of the ring s 


uppe 




indicator is lit 
half is dark. When vour F-4 climbs, 





a 



the 


area creates a 


mountain-like peak. When you dive, the lit segments of the horizon 
indicator form a valley like shape. If the entire ring turns green, watch 
out,.. you're headed lor the ground! 

In the center of the screen is the radar scope. It shows the location of 
enemy M iGs i n relation to your own craft. The scope is divided into six 
"pie slices." Bogeys (vour enemy, shown as Blips on the screen) in the 
top segment of the scope should be visible from vour cockpit if you are 
flying level. Bogeys in the bottom slice arc behind you. 
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BOMBING/STRAFING SCREEN 





















W h en y ou are piloting an A - 6 Intr u d er, a rea r- v i e w disp I a y of y o u r j et 


flying over ground or water appears. 



. number at top left is the 


number of strength units remaining. The number at top right is the 
number of radar guided missiles remaining. The number under your 
score is the DEF CON number. For every target that makes its way past 
you, this number will count down to zero. When the number reaches 
zero, every target that makes it will fire a SAV1 al vou. 






Once you've tackled all the W, ; 



v you must land your jet to safely 


complete the mission. Your jet approaches the deck of the carrier on 
auto pilot from the right side of the screen. When your Thrust, Altitude, 


Vertical Velocity, and Range appear in the upper left hand corner of the 


screen you will then be in control of your jet. The Range tells you hem 


far you are from 



back of the 



You must lower 



decrease your thrust by holding down the right arrow on the control 
pad. To raise your altitude, increase your thrust by holding down the 



left arrow. With your thrust at 5G9f you will be flying level 
to lower your Landing Gear (B Button) and your Arrestor Hook (A 
Button). If you touch down on the deck with a Vertical 




than 10, you will crash. You must maneuver your craft to catch one of 
the braking cables streched across the deck. There are four 
pilots try for the third one. If you miss all the cables, you 
must try again. 



i ! 


* 


4. Scoring 



and gives 



uder rates your flying prowess at the end of each 
a rank based on your performance: 


Seaman Apprentice 
Seaman Recruit 
Seaman 

Petty Officer 
Petty Officer 1Class 
Petty Officer 2 ' Class 
Petty Officer 3 ' Class 
Chief Petty Officer 
Warrant Officer 

Chief Warrant Officer 
Ensign 


Lieutenant J G 
Lieutenant 

Lieutenant Commander 
Commander 

Captain 

Commodore 

Rear Admiral 
Vice Admiral 
Admiral 
Fleet Admiral 




Bonus for Ground/Sea Targets 


Tanks 

300 

Oil platforms 

300 

Cargo ships 

400 

Armed NVA fishing boats 

400 

AA Cannons 

400 

Gun Boats 

300 

Mobile missile truck 

500 

Helicopters 

500 

Missile Boats 

600 

Radar tracking station 

600 

SAM launchers 

600 

Enemy Huts 

700* 

Oil tankers 

700* 

Oil tanks 

700* 

Communication tower 

700 fc 


* Hitting one of these regains one Strength Unit., up to nine. When, 
your Strength Units reach nine, every other target destroyed will 
increase your DEF CON up to nine and then your missiles to nine* 
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Double the above bonus if the kill is made with a radar guided missile! 


Air Target 

Kill MiGs 4GGG 

Hit MiGs with bullets 4GO 

Hit Missiles with bullets 500 

Ground Target 

Avoiding Missile 100 

All targets in wave hit 2,000* 

All targets in Waypoint hit 10,000 

Completing Waypoint 4,QQQ** 


Extra Strength Unit every 200,000 points {maximum 5}« 

* Adds one each to Strength Unit, DEF CON r and Missiles Up to nine. 

* * You will receive 100 points for each remaining Strength Unit,DEF 

CGH, and Missiles after completing a waypoint 




Landing: Catching 

pilots do* 

First Cable 
Second Cable 
Third Cable 
Fourth Cable 


the Third Cable is what good 


500 
2000 
A000 
1 000 






5, Know Your Foe 




NVA FISHING BOATS, CARGO SHIPS and AA GUNS 

T h e en e i w v' s v i ta 1 i n s ta 1! a ti on sand im porta n t \ va t e r v esse 1 s a re p ro lee ted 
by machine gun fire designed specifically to takeout jets like yours. The 
guns fire tracer bullets. Avoid them; a hit can damage your Intruder. 












TANKS, OIL PLATFORMS and AA GUNS 

Enemy tanks, oil platforms and AA Guns fire proximity fused gun 

i'" with deadly flak bursts. Avoid the bursts or 
your jet will be damaged. C.un shells can be distingushed from SAMs 
as shells fire straight up and explode. 


GUN BOATS, HELICOPTERS, MOBILE MISSILE 
LAUNCHERS, and HUTS 


When attacking land and water targets with your Intruder, the enemy 



n with radar guided missi 
s in their 




will be trying to shoot you 

missiles are different from SAMs in their flight patterns. Missiles 
immediately start tracking towards you as soon as they are launched, 

SAMs they must be avoided or you will be knocked out of the 




sky 


6. The Missions 
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M a if 1/1972: N VA Uttits overnin QtumgTri City. Twt> MiG 21s spatted over 

Hue, heading toward On Nang. Torpedo and gun boats sited in vicinity of 
ca trier . 



June 8, 1972; A downed Air Force pilot has radioed for help from a crash site 
just north of Ninh 
Your mission: Jo 

enemy fire threatens the operation. Use your 1-4s to engage enemy air 

cover while Intruders suppress ground fire from advancing enemy 
scout patrols. 
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August 27,1972: SAM mid i 




s. The area is c 


defended. 

Your mission: 


dance facility near Hon Gai seriously 

f d by MiGs and heavily 




is is a night mission. Clear the skies of the MiGs and 


destroy the SAM and radar installations 


September 12 , 



Intelligence reports 



the enemy plans a major 


Invithing asstiiilt on U.S. targets in the south: The asst r idf is It ? he staged from 


fhe airfield an Phttc Nhac, fust north of Hanoi. Minor air patrols and two 
enemy troop ships have been spotted in the area. 


Your mission; 


se vour 



s 



to destroy all targets. 


October 20, 1972: The enema, using convoys of ships 
darkness, is shipping large amounts ofs 



*s to ds forces 



rn s 



in the 


a n i. 


DM/., A patrol boat and several enem\j MiGs have in 

Your mission: Destroy as much of the convoy as possible and return 
home safely* I he mission will be made at night. 













24 








LIMITED WARRANTY 

Mindscape Inc. warrants to the original purchaser of this product that the recording 
medium on which die Game Pak is recorded vvilJ be free from defects in material and 
workmanship for ninety (90) days from the date of purchase. Defective media returned 
by the purchaser during the ninety (9th day period will be replaced without charge, 
provided that the returned media have not been subjected to misuse, da mage or 


excessive 


wear. 


Itatu m d efec t i v e mod in to point of pu rc I ia s e. You m u s t in cl u d e a d a ted proo f o f pu rcha st\ 
a brief statement describing the defect, and your return address. 

VI i netscape Inc. does not warrant that the Game Pak will meet the purchaser's specific 

^ ' — "it" i THE UTILITY OF THE 

tM PLIED W ARR A VTIES. 


requirements. AYY STATEMENTS MADE G 



G AME TAK ARE NOT TO 



>1 RL ED AS EX1 


I JO 



THIS WARRANTY IS IN UHU OF ALL OTHER WARRANT! ES, WHET] IE R ORAL OR 
WRITTEN, EXPRESS OR IMPLIED. ANY [IMPLIED WARRANT 






PLIED WARRANTIESOF MERC! IA NT ABILITY AND FITNESS FOR A PARTICUl A R 
PURPOSE, ARE EXCLUDED. 

IN NO EVEN f WILL MINDSC A PE INC. BE LIABLE FOR INCIDENTAL OK CONSE- 


OL’ENTIAL DAMAGES OF ANY KIND IN 



* WETHTI IE GAME PAK. 


Some states do not allow the exclusion or limitation of incidental or consequential 

damages or limitations on how long an implied warranty lasts, so the above limitation or 

exclusion may not apply to you. This warranty gives you specific legal rights and you 

may also ha ve other rights which vary' from stale tostate. Address all correspond ence to: 
M t nd sci pe Inc. * A So 11 wa re Too I \\\ ■] rk s Ct >m pa it y - $0 Le v cn > n i 



n Novato, 


C A 94949 








COMPLIANCE WITH FCC REGULATIONS 

fhis equipment generates and uses radio frequency energy and if not installed and used 
properly, that is, in strict accordance with the manufacturer's instructions, may cause 
interference to radio and television reception it has been type tested and found to comply 
with the limits lor a Class B computing device in accordance with the specifications in 
Stihpart [ of Part 15 of FCC Rules, which are designed to provide reasonable protection 
against such interference in a residential installation, However, there is no guarantee that 
interference will not occur in a particular installation. IE this equipment does cause 
interference to radio or television reception, which can be determined bv turning the 
equipment off and on, the user is encouraged to try to correct the interference by one or 

more of the following measures: 

-Reorient the receiving antenna 

-Relocate the NFS with respect to the receiver 

-Move tire NFS away from the receiver 

-Plug the NFS into a different outlet so that computer and receiver are on different 
circuits. 

It necessary, the user should consult the dealer or an experienced radio/television 
technician for additional suggestions. The user may find the following booklet prepared 
by the Federal Communications Commission helpful: 

I low to Identify and Resolve Radio-TV Interference Problems. This booklet is available 
from the US. Government Printing Office, Wa 
00145-4. 



don, D.C 



No 004-000- 
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WARNING: DO NOT USE WITH 
FRONT OR REAR PROJECTION TV. 
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